. Just as the changing emphasis of game design and game culture means that they are understandable in terms of a much broader range of cultural theory, contemporary culture -in forms like reality television -is itself becoming more lucid. (Wark, 2006) The formalist analysis of games as a categorically, even ontologically, distinct cultural field has never seemed less likely to capture the complexity of games as 'new media' (Dovey and Kennedy, 2006) .
While recent years have seen the very welcome arrival of specialist journals in videogame studies, it is perhaps fitting that Convergence should showcase a moment where a number of authors avowedly set out to broaden our ideas of what games, and game studies, are, or could be, and prepare the ground for a much richer dialogue between videogame scholars and colleagues in cognate disciplines.
Deuze et al. begin by asking a question that is all too rarely put: how do game designers define themselves professionally, and what is the industry like to work in? In the wake of Kline et al.'s (2003) definition of games as the perfect post-Fordist commodity, or pseudonymous blogger 'EA spouse's' intimate revelations of the conditions under which gameworkers laboured, this piece ethnographically analyses a form of work which is in many ways emblematic of far broader changes in the contemporary mode of production.
Larissa Hjorth considers mobile gaming, addressing an area in which comparatively little research has taken place. The formalist, definitional impulse of the first generation of games scholarship arguably neglected the specificity of gameplay styles in different technological forms; Hjorth shows that playing games on a platform environment where functional convergence is most intense must change the mediation of pleasure.
Through an analysis of Silent Hill Kirkland tackles key debates that have emerged around the 'critical' potential of videogames (Frasca, 2004; Moulthrop, 2004) and through this case study he suggests that the potent affective nature of this genre produces gameplay experiences that are often simultaneously alienating, immersive and self-reflexive.
In a discussion that situates gameplay within a broad cultural, economic and political context, Olli Sotamaa offers a very close reading of the specific ways in which players' 'producerly' practices in relation to The Movies are carefully controlled and delineated, not only through the 'in-game' rule system, but also significantly through what he describes as 'out-game rules' that are imposed by the 'corporate players' who have a vested interest in maintaining a close watch on our thoroughly commodified pleasures.
In Homo Deludens, Kücklich argues for the centrality of cheating (cheats, hacks, exploits, griefing etc.) in contemporary games culture, and rather than see these as 'aberrant' play practices, he identifies the ways in which they might also be read as political or subversive strategies that function to prise open the 'technological black box' of games. Significantly, he not only suggests that these practices are a vital aspect of player culture, but further challenges the moralistic stance that researchers ought not to 'cheat' by suggesting that these could provide a valid additional resource for the games researcher.
In a compellingly convergent mesh of critical theory, games studies and theories of technoculture, Giddings offers a vivid analysis of simulacra and automata within contemporary digital culture. Tracing the political and critical valences of the concept of simulation as it is, as opposed to representation, he argues for an understanding of the 332 CONVERGENCE VOL. 13 NO. 4 'phantasmic disruptions' of game worlds as material and generative of playful artefacts and experiences. Taken together, we see these articles contributing to a maturing critical debate around digital games in particular, but also digital culture more generally. Each in their different ways critiques and extends our current understanding of games as objects, and gameplay as an experience whilst situating this within a much broader field of theoretical engagement.
